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extended for use with the Post Process and Screening Line 
audiences. 


1. GMP _-- The Murder Mystery 

Ambulance sirens as a man is rushed to the hospital. We 
see he's been eating a can of salmon. Newspaper headlines: 
factory recalls batch of canned salmon. At a factory: it is 
being shut down (maybe temporarily due to inspections or 
maybe it's gone out of business due to poor quality -- it 
doesn't matter which). 

"How could this have happened?" Superimposed over a 
scene of a working factory appears a Simple stylized graphic 
of an Inspector Clouzeau type detective (maybe play the Pink 
Panther theme). We will follow him through the operating 
factory as he zeros in on moments that at first seem 
Suspicious but check out okay after all, while meanwhile, in 
the background, someone is repeating something we know is 
wrong, but the detective doesn't cotton on right away. But 
first we are Sthretgh a quick oyérview of what the 
factory 3. ee sac 

We see the fish unloaded and sorted. Zooming in ona 
fish,we are shown the bacteria reproducing themselves, 
dividing over and over again (animation). Then into the 
cold water of the holding tank -- we see the bacteria stop 
dividing. Now the iron butcher and dressing, the cans 
brought in, inspecting at the patching table, and filling 
the cans -- when the salt hits, the bacteria dry up and 
shrivel. The vacuum packing chokes off their oxygen. Can 
washing, loading of busse basket, retorting, cooling, basket 
tipper and storage in isolation to cool (a vulnerable time), 
then bright stacking. And finally Cleaning the plant 
(removing soil) and sanitizing it (killing the germs). The 
emphasis on contamination control has now been established. 

The detective is looking for clues -- he sees someone 
about to bring food into the processing area -- freeze frame 
as the detective's magnifying glass zeros in on the 
offending action -- but the worker turns and leaves the 
area. We seé a skin-over problem on the patching table -- 
zéro in -- a graphic shows the seal problem that will result 
-- but the problem is detected and fixed in time. Several 
times while the detective hunts for the culprit we see the 
Same worker return from a shift and put on his gloves 
without sanitizing them -- but the detective doesn't notice. 
A forkloader dents some cans but the cans are removed. 

Dents in a stack of lids are detected in time, and so on. 
Everything seems to be checking out, but then the detective 
sees the worker putting on the gloves again and realizes -- 
ahah\-- zero in on the culprit. But luckily the culprit 
realizes his own mistake this time and promptly dips his 
gloves. The negligence has been corrected and the factory 


is back on track. 
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Ambulance sirens as a man is rushed to the hospital. We 
seé he's been eating a can of salmon. From the can emerges 
a Simple computer-animated figure, superimposed: an evil 
monster germ. It can be as simple as a ball, but its demon- 
Shaped eyes show its menace. The monster flies up over the 
city, looking for a good source of victims. It arrives ata 
Salmon canning factory and looks in through the windows, 
gloating. As it prowls (superimposed), we get an overview 
of what the factory does. 

We see the fish unloaded and sorted. Zooming in ona 
fish we are shown other bacteria, less menacing than the 
monster, dividing over and over again (animation). Then 
into the cold water of the holding tank -- we see the 
bacteria stop dividing. Now the iron butcher and dressing, 
the cans brought in, inspecting at the patching table, and 
filling the cans -- when the salt hits, the bacteria dry up 
and shrivel. The vacuum packing then chokes off their 
oxygen. Can washing, loading of busse basket, retorting, 
cooling, basket tipper and storage in isolation to cool (a 
vulnerable time), then bright stacking. And finally 
cleaning the plant (removing soil) and sanitizing it 
(killing the germs). The emphasis on contamination control 
is clear. 

A box of fish has been left out in the open outside -- 
the monster sees its chance (excitement shows in the eyes) - 
- but the box is whisked away. Finally someone props open a 
door, and zip! the monster is inside the factory. Once 
inside, the monster appears in various guises, hoping to 


pounce -- on hair, but the hairnet holds it back; on hands 
after coughing, but the hands are washed; on gloves, but the 
gloves are dipped -- it is frazzled but escapes. It lurks 


close to the dressed fish on a conveyor, but it gets hosed 
away during the shift by a thoughtful worker. It sees a 
dented lid in a stack of lids -- a thought balloon appears “* 


Shewing the resulting leak where it can sneak in -- but the 


dented lid is detected. The monster is getting frustrated, 
desperate (shown by the eyes), agitated, and is starting to 


wither away -- but suddenly it sees its chance: a worker 
loading the busse basket is too rough, a tiny leak is 
produced in a can -- the monster gets in! It starts to 


strengthen and grow, menacing. It survives the retorting 
process. But finally, going through the screening line, its 
can is suspicious and is taken out and disgarded. The 
monster sits inside its can in the discard pile, trapped, 
howling in frustration. It can't hurt anyone now. 

Cut to black-and-white group photos of the processing 
workers (or maybe individual spontaneous snaps), smiling, a 
sense of solidarity, reminiscent of historical folk heros. 
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GMP_-- The Video Game aA roles 
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In a pool hall, a young student-type\4 laying ata 
Video arcade game. He scowls when an afer off, and 
every time that happens we see the game screen -- it shows a 
Simple, dcon of an ambulance and stretcher. Some other 
factory’Workers arrive and stand by watching him play, 
curious. Cut to the game screen again -- this time it shows 
the full game beard, a kind of maze of different rooms or 
compartments with icons in them reminiscent of parts of the 
salmon canning factory. In voice over someone asks "what 


game is this?". "It's called CONTAMINATION. This is the 
canning factory, see..." And as he Says this we begin to 
zero in on parts of the video game DISSOLVE TO live- 


action shots of the corresponding parts of the real factory 
in operation, back and forth, stepping through the game and 
the real factory, getting an overview of what the factory 
does... 

We see the video-game loading dock and dissolve to the ver 
fish being unloaded and sorted. Zooming in on a fish we are 
shown bacteria dividing over and over again (animation). 
Then the video icon for the holdingetank area, dissolving to 
the real thing -- we see the bacteria stop dividing 
(animated) in the cold water. Now the iron butcher and 
dressing machine area, the can-depalletizing area, the 
patching table, the filling machine -- when the salt hits, 
the bacteria dry up and shrivel (animated). The vacuum 
packing then chokes off their oxygen. Can washing area, 
busse basket loading area, retorting, basket tipper and 
storage in isolation to cool (a vulnerable time), then the 
bright-stacking area. And finally shots of workers cleaning 
the plant (removing soil) and sanitizing it (Killing the 
germs). The emphasis on contamination control is clear. 

Back to the fullscreen video game, as the icon for the 
player enters and heads toward one of the "rooms" of the 
video game. Voice over: "I have to do the right things or 
somebody goes to the hospital. Watch..." As theYBiayer 
icon enters a game area, we cut to the actual player (the 
student type)person) entering the corresponding real area of 
the factory. This happens several fimo geemie forgets his 
smock in one place -- BEEP BEEP! the alaym goes and the 
ambulance/stretcher icon flashes on his screen. He lets the 
cans in the pre-retort waiting area wait too long (inset 
graphics show the consequences) -- BEEP BEEP! He drapes his 
apron over some equipment in another area -- BEEP BEEP! The 
onlookers begin to rib him. But now -- 

~- Enter an old wise woman. The onlookers recognize her 
with a kind of awe. She slowly strolls up to the arcade 
game, and the student-type player defers to her, letting her 
start over a new game. The new game starts and she's a 
real pro. She makes no mistakes -- she hoses down during a 
shift, she detects some hidden mold, she remembers to wash 
her hands when returning to the processing area from the 
washroom, she remembers to remove a pen from her pocket -- 
the onlookers start to cheer. The pace quickens and the 
cheers are more hearty as she gets to the end without 
racking up a single point against her. The first player is 
especially impressed. 


